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ATTAQUER #5 Is publlohod by Babel puhttcMng company. This Is. 
Babel #1. The prior Sphinx Publishing company went bankrupt. Editor 
and Gamesmaster of Babel is Donald Cowan. Main officea are at 1605 
8th, Ave* S/tf .* Decatur, Ala*, 35601. Phone is (205) 355-0960* Do not. 
1 1 after 9 P*M* of the Central Standard Time Zone* 

Game fees are the following! $5.00 for non-Games Bureau Regular 
members, $4,00 for Bureau Regular Members, $3.00 for players in Game 
#1 and for players new to Diplomacy. 

Subscription rates are l0/$2*00 to all* 

Rate of publication is monthly to bi-monthly. 

'"" * ' ' ~* CONTENTS — - . ■• "*" • ,- . 

I am discontlnueing the table of contents as I compose ATTAQUER 
entirely as I type the stencil and it will be a lot easier and be more 
attractive if I can start right under the information section instead of 
typing this thing last (as I am doing this time). One added effect is that 
you have to read all of this rag and you are forced to see die features. 
I hope that you do not mind. 

*** *^ " **^VVW^* 1 ^Vfc^ ****** •& fr **** 1 ^^ 

ENTM0OT 



This is to announce the formation of a new postal Diplomacy mag- 
azine which goes by the name of ENTMOOT. It will come from the same place 
from which you are getting this rag and it will"., incorporate the same 
rates, policies, and House Rules as ATTAQUER. In fact, it will nearly be 
the same except it will cover the variant scene, exclusively. ATTAQUER 
will still retain all of its old features and will still cover the var- 
iant scene in conjunction with the Regular game scene. As you can readi- 
ly see. 

Hopefully, ATTAQUER will be ENTMOOT* s parent *zine. It is not for 
certain. Who knows? I do aim to enroll ENTMOOT in the Games Bureau Dip- 
lomacy Division and I elr.ll incorporate all discounts that apply in 
ATTAQUER. 

I hope to run many different variants. Some to be included are: 
Blitzkrieg, SC0TICE SCRIPTI, Aberration I arid maybe IIIj if enough show 
interest, and several of my own variants using the Diplomacy board. If 
any of you would like to see a variant used, please write me and if I 
know the rules, I may run it... BUT NOT HYPERECONOMIC DIPLOMACY! 1 1 1 1 1 1 1 1 1 

A AA M *1rU**'A1&W?k1t*&kielcfrtek *& *k ft * * * * ** **** #* ft * A A 1 ft frk-kfrbtt-Mrfrk-feirlrirtrlc Vhft ft * 'A ft ft-frfr 

; ; ■ misc. 

X. Games Research, Inc. are how selling Diplomacy conference maps 
at the rate of 100/$3,00. Their address iss 48 Wareham St., Boston, Mass; 
02116* You can also buy. the game from them for the small sum of $7.50, 

2* Ed H&lle In Brobdlnenag Is putting out a sub-zine t3 feature 
Cryptocoi« Diplomacy which w&a kicked around a little in ACELDAMA* It is 



" Greetings again! ,You are now reading ATTAQIER #5, This is being 
written about six weeks ahead of time-s'6-" ! 6ha£ I "will hr/s plenty of time 
to work on this issue. ' .? 

I guess that many of you are wondering why 2 7 ou have not been re- 
ceiving the features and the services and the quality that I promised in 
the first two issues. I had always planned to work on th<^ magazine ahead 
of time so that the issues would not be rushed and the tine spent on in- 
dividual features would make ATTAQUER one of the top iracasinesMn the 
Amateur Diplomacy Press. I thought that it would be possible, .at the 
first of the year, but I soon afterward developed very strong outside- 
interests besides my being on the Football team and later on the Track 
team. I quit the first which I hoped would provide nr.rs tine to use on 
ATTAQUER but my other interest, Judo, intervened, 

When 1 was first telling of my plans for ATTAQUER and it being 
on a tri -weekly basis he said & that I would never be able to sake the 
deadlines** and he was right* Therefore, I trust that you have noticed the 
new deadlines and will approve .of these ATTAQUER c s games will -continue 
at either two or three week schedules and ' printed several seasons at a 
time .in ATTAQUiER. This is similar to the system now used in LOJMELY 
MOUNIAIN. I should be able to keep these deadlines and I certainly in- 
tend to try, .'. ?A. 

As to the traders, I may resume sending their issues one at a time 
though I may send them third class mail if they will weigh oyer one oun- 
<?e, t hope that this, also, is satisfactory as I may alao do it withaub- 
cribers arid those wfco are playing: in-'a^am^ : -t4 1 -cse---dG-idlins -aiiii "gaaje- : moves 
are not being sent at that present time* You see, ny games are running on 
different time schedules for a' couple. of months, 

■, \ A few people may not have gotten a complete ispue or none at all 
of either #3 or #4* I "am sorry and will try to make Compensation but the 
mitneo that I was using was spoiling around thirty copies ^hich I did not 
know about and consequently, I am switching mineos e This aachine(the 
one that #4 was done on) has certainly declined in quality since ATTAQUER 
#2, Oh well... 

I am sending a lot of Issues to people that I wish to join games 
and to subscribe. If you are receiving tl .s issue, you are invited to 
subscribe, trade (if you publish a magazine), or join a game (if there is 
still one open.) | fees are ^iven on the first page. 

As to the above about lay hopes of resumption on my original' plan, 
all of my old feature plus some others are going to be in this issue. I 
hope. to be^able to continue them all and be able to fulfill my originall 
promise to be one of the best Gamesmasters and publishers that thsre is. 
With your help, I can be. 

This Is all for this issue but I wish to wish all of you ■- Aers 
the best of luck in all of your games and other ventures related to Dip- 
lomacy. And, the general wish ofs "May all of your wars be on Gameboards" 

Remember: 

THIS IS VARI ' ' . Z- 



HELP! 



Help is the name of this article and help is the subject. 

ATTAQUER, at the moment, is a pretty large venture. With the plans 
that I am now considering and am very. likely to adopt, I will find 
ATTAQUER very large. Almost too large to handle alone. Writing about a 
dozen pages each month or so will be fairly difficult especially dur- 
ing the school months, therefore, I am offering to let some person who? 
have been wanting to run their own Diplomacy games run them through 
ATTAQUER • ■ ■ ' ' . . ■ . . 

The arrangement would be thus: the person would run their games at 
the pace each one wants to soperate from ATTAQUER. I will print moves at 
several sets an issue, simmilar to that already in use. I would insist 
that the games use my House Rules as there are standards set by the 
Diplomacy Division of the Games Bureau and A it will avoid confusion 
with .people who are in one of my games. 

I would like some people to run variants (like the Aberration 
series) in this manner so that I can join them(for free, of course!). 

All readers that are interested are asked to write me for more 
details and requirements, - 

Also, I invite articles for ATTAQUER. Theymay be fiction. or 
articles, as long as they pertain to Diplomacy. Articles pertaining to. 
playing countries and conducting Diplomacy are especially welcomed. „ 

-"- " ( m ■ . — ~ HoUSERUtES ..' . r • . . • ■ ■ . ™ 

This set of House Rules will be used from this time in ATTAQUER 
and all games run by other people in ATTAQUER and also in all sub-zines 
that may branch out from the main magazine,. ATTAQUER. .This set of House 
Rules are modeled after the EREHWOR and SPALD. House Rules with further 
examples and rules taken from the XANADU and IA GUERRE House Rules. These 
House Rules also conform to the Required, Permanent Rules of the Diplomacy 
Division of the N3F Games Bureau as set forth in the policy letter #2. 

1. PRECEDENCE OF RULES. 

A* The Rules of Diplomacy as modified by this set of House Rules will be 
followed in this magazine. 

B. The rules may be modified by the modification of the Permanent Rules 
of the Diplomacy Division, by the Gamesmaster, by a vote of the players, 
and by Games Research Inc. 

C. The Gamesmaster shall have final say on any vote. 

D. The Gamesmaster invite any and all inquiries on the roles of Diplomacy. 
If I am unable to answer the question, I will forward it onto one of the 
mote experienced- Gamesmasters in the Division for an interperat :tion, 

2. ABBREVIATIONS. 

A. Countries shall be abbreviated by the first three (3) letters in their 
name. Countries or provinces with the same 3 letters should be written 
out In full. * 

3. IMTERPERTAT ION OF MISTAKEN ORDERS* . 

A* Orders which are miswritten but have only one logical interpertation • 
will have that interpertation carried out. It is advisable, to proofread 

^inB^ta-of, oraejp8;*~~ , / >~ „• ; « 

^4. DECEPTION. . . .. ... , ' 

A* Deception of the Gamesmaster shall not be tolerated and the guilty r . 



party wJ 1 1 be flnhowM r«Uy expulsed from all games and will hot be allowed 
tod be in another B^fflo in the ATTAQI7RR family. Exceptions will be made but 
it will be very unlikely, 

5. MISSED MOVES. 

A. You may keep sealed orders on file to be used by a neutral standby in 
case that you niss a set of moves. The Orders spust contains Your name, 
Country, Game, a list of your enemies and allies and of your objectives. 
The neutral standby player will not be held responsible if the original 
player does not agree with the moves, 

B, In case you are unable to make any moves over a period of time, you 
may make a set of orders for use, by a neutral standby, in making orders. 
The requirements are as above unless you have already settles the matter 
with the Gamesmaster," 

6. A player may specify that, in the event that he misses his moves, that 
he be called, collect, by the Garaesmaster, The player nust specify wheth- 
er the calls should be "station to station," ar "person to person," the 
time of dayj and his phone number. 

D. In case a player does not make the deadline and he has not taken ad- 
vantage of the above rules, "lis units will stand ind if dislodged, they 
will be annhiliated. 

5. MOVES, 

A, Moves shall have the following informations Date, your name, Country 
name, Game, and jnoves. On the outside of the envelope it is suggested 
that you give the number of the '^-cub that you are in. r- 
3. If the above is not met to a degree that I can easily identify the moves, 
the moves will be returned. ' 

6. Moves for senerate games should be. on seperate pieces of paper, print- 
ed on^one, side only, , . . 

7. PROPAGANDA.' 

A. Propaganda niust be under one (I) page long and must not be overly 
obscene, 

B, Black propaganda as interperted to be propaganda written by one player 
and with the signature of another in order to make a third party believe 
that the 'second person had written the piece, will not be accepted. Prop- 
paganda sholud be clearly identified and should, if possible, come in 
with your moves so that there will be no doubt as to the author of a par- 
ticular piece of propaganda. 

0. DEADLINES. 

A. Deadlines will vary between the different games but will be rigedly 
enforced. Moves will proably be typed up within 24 hours after a deadline ' 
so if you happen to get in moves after the deadline, it will have to get . 
here before I type up the moves. 

9, REMOVALS. 

A, This goes in with section 5 but I forgot it. 

3. Removals made by Gamesmasters shall follow the following criteria? 
furtherest from hone in term of seasons, non-supply center before sup- 
ply cen'ter, Fleet before Army, Worth before South, East before West, by 
the GM*s opinion the unit which would least effect the player, flipping 
a coin. ((If this does not determine a removal, I shall resign.)) 

10, RETREATS. ■ ■ ' ' 

A. the Just Right Hand Rule shall be used for retreats, A player my send 
in any amount of conditional retreats that he can account for. If there' 
ia a retreat, the following criteria shall be used, in the event- that the , 
person or player does not send in a retreat orders - 

'When a unit is routed and no conditional retreat was specified by 
the player, or if it is not val,id# the Gamesmaster shall' re treat -the ttalfe*, 
in the following manners The first retreat is to the right front then '' 
t:'1e lef*. front, then *o- Wt3*%&ifej*td» thea t?o «tat i»J0^':fe|^*.-p%'; r ^ 



U„ COUNTRY ASSIGNMENTS. 

A- All countries shall be assigned by lot* 

■1-.2. ERRORS s .. .. ■ • • 

A* All e:rro::s will be corrected if brought to the Gantesmasters attention 

within a reason© s period (before the deadline for the next, set of moves) . 

Alter a rensonaDls time, if the matter is not brought up, it will remain 

final, H-rwever, it will not constitute a precedent for that. game. 

13, PRECEDENTS . •■ 

As Situations not covered by these rules the Gamesmaster will make the 
ment reasonable and logical ruling that is possible which are consitant 
with othsr Diplomacy magazines particularly those of the EREHWGN and 
DJBLOMANIA families, BROBDINGNAG, STAB, and LAURANIA. Such Rulings shall 
constitute precedents and shall either be added to the ATTAQUER House 
Ruie-.> or become a precedent for the game concerned* 

14* 'ADOPTION. ' . . . .'- 

An As soon as these rules are published and sent to the players, all 
zule^ villi bscoeje effective and it is advised that all players be, familiar 
with theso rules, particularly those parts with which you are not fam- 
iliar, ....... 

15, INTESPERTATIOKS. 

A. T!:c? fcllotring rule interpertations are followed in all ATTAQUER ga r ^i 
lc Kcnings Rule, If a unit attempting to enter a province. is dislodged 
by an attack from that province, its attack cannot stand off another unit 
attempting to enter it. Ex.: Turkey* A(BUL)TO RUM ; Russia: A (RUM) TO BUL 
S BY F(3LA); A(UKR) TO RUM. ' " ' ' 

A. Wall's Extension. Konjng's Rule applies, even if the dislodged 
unit was supported in 5. c 1 & attack (if the entering unit was equally well, 
supported) fl 

B, Turner's Extension. If no unit follows the victor! us unit Into 
the province it vacated, that province is available for retreat by a dis- 
lodged unit, since it was not left vacant, due to a standoff. In the example 
above, if the move A(UKR) TO RUM had been A(UKR) H or to MOS, A (GAL) could 
Retreat to Rumania, , • 

2. MIlXER r s Rule, Under no circumstances may a unit which has been dis- 
lodged give support. Ex.: GER: A(BER) TO PRU S BY A(SIL) . RU3: A(PRU) SIL 
... BY A (WAR) { F(BAL) TO PRU . 

vsmsagas^Tsaaaa^^ 

3 a Support and Double-coasted Provinces , Support given by a fleet for a 
move into a double-coasted province by another fleet may be given re- 
gardless of their respective positions (Turkey; F(AEG) TC BUL S.C. S 
3Y A(RUM) ), but support of a fleet located within such a province must 
conform with tha regular rule for support: a unit must be able to move 
into any province that it will be giving support (F(3UL S.C.) S A (RUM) ). 
4» Exchange of Position, 

A. Convoy, The following iroves are legal (also similar ones): 

; - ". : .: f'-' ^ > tcUjr c by f(nth). f(hol) to bel; 
a( .el) to kol c by i\jth), , ; 

B. Costs' .Crawl. The following moves (plus others of the same type) 
are legal: F(SPA S.C.) TO PORj F(POR) TO SPA 1J.C. 

e, Changing of the Guard; The exchange of two units, an army and a 
fleet,, between two* coastal provinces axe not legal , 

" &, Crawling Retreat, A f I6dt dislodged from Portugal or Constaniople 
by..anjol*her flset coming, respectiveedly, frott Spain or Bulgaria may re- 
rtnroat to that, province from which It *as attacked, providing it retre^^K^ * 
to the opposite. coast fxm *h» «n* ***** the -ess»-» 



5, The Gill land Situation* A player may stand off an enemy unit attempting 
to enter a province which is occupied by another of the first players" 
units by ordering an equally well attack upon that province. Notes The 
unit in the province that is stood off must be ordered to another province 
and stood off. Ex. Russian A^MCS) TO SEV ; A(STP) TO SEV S 5Y A(LIV). Tltts 
A (SEV) TO MPS S BY A(UKR). 

6. The Reinhardt Gambit. Two singly or equally supported units of the same 
power stand each other off unless one of the units is additionally support*?* 
by another unit of either the same or another power, 

6, The Beleaguered Garrison* A unit of one country, being attacked by 
t'o or more equally supported enemies, any one of which could dislodge it 
stands because its attackers have stood each other off, Ex. AUS; A037TO Hi 
RUSs A(B"!l) TO SER S BY A (BCD) . TUR> A(BUL) TO SER S BY A(GR E). 

7, Brannan's Rule, A convoyed attack is considered as coming from th?- dir.-" 
ection of the last convoying Fleet} however, the attack is not considered 
to have happened if one of the convoying units are dislodged* 

8, Shagrin's Alternate Convoy Rule, An Ar^ny beiii^ r.yv/cyr:\ i 
province by «se;i:-.r jf a convoy may progress by only one specified con- 
voy route. Any attempt to prescribe alternate routes is not legal and 
will be, treated as an order for the Army to be convoyed through all of 
the convoying units. 

9, Rules Not Allowed • The following Rules are not allowed in ATTAQUER? 

A. Support, in standing of a unit ordered to move and stood off. A(BUL) 
TO RljM; A(COW) S A(BUL) . 

B. A player may not cut the support of one of its own units or in any 
way damage itself through ml switten moves * 

C. The cutting of, the cutting of a support, 

D. the Chalker Rule. 

E. Convoyed Support, 

F. Retreat via Convoy. 

G. The Spring Raid is not legal, Occupancie of a province in the Spring 
does not change the ownership of it. 

Hi Fleets in inland provinces may not convoy. Denmark and Cons taniople 
are included. 

Here ends this edition of the ATTAQUER House Rules. As this is 
the only set that I have ever formulated, it is not perfect and I invite 
all comments by the readers. If any points are not clear, please consult 
the EREHWCN House Rules or write me. . 

HERE' & NOW '■ 

Greetings you all. Here again, after a "vacation" for one issue 
is this edition of HERE & NOW, This month we shall have several variants 
using the regular board plus Aberration I designed by Fred Davis Jr 0 

It may now be the best time to amend the policy for this sections 
For a little while, I offered a free game to all of those who sent me 
variants to be published and they were, I am now abandoning this policy 
as ATTAQUER is now going strong and I do not need to give games away. It 
gets expensive after awhile. 

Also, the new policy should be explained (of course), To those that 
are published, I reserve the right to publish and to run that game e 3utr, 
anyway, I will g$ve free publicity to magazines that are running ttev^rw 
tJojgar variant, I hope that people will still submit variants* ". X 



ATTAQUER, itself, but they will be run in the conpanion magazine, 
ENTMOOT. I shall run all kinds of variants but that is partially covered 
on the front page 4 More will be explained In the first issue of ENTMOOT. 

Now, on to the variants. 

There are many types of variants using the originol board and sim- 
ply revising the rules as published by Games Research, Inc. Some others 
make it a little more difficult to outsmart your opponent* Some of these 
variants are most interesting and are very well constructed* 

One of these is BLITZKRIEG. The game was invented by Buddy Tretick 
who ran two game of it in LA GUERRE. They were both won by England play- 
ed by Christinp Tretick in the first and by Buddy Tretick in the second* 
Though it seems that England is favored to win, a strong Austria played 
by Greg Warden took second and a still stronger Turkey played by yours 
truly lost the second game by the amount of two supply centers. BLITZKRIEG 
is a very fun and easily playable variant* The rules are as follows. 

Blitzkrieg Diplomacy incorporates the writing of a full year's 
orders at a time* So, the game proceeds at yearly intervals* The orders 
must include the Spring, Summer, Fall, Autumn, and Winter orders* The 
game incorporates a Winter 1900 season for optional builds which gives 
you the option of building el titer a fleet or an army in a costal province. 

This variant is being offered In ENTMOOT. 

As for the more complete variants, one of the jfegg£er ones even 
though it is new is Aberration I. Below is the rules for this variant 
as well as the map which is going to be, hopefully, electro-stenciled in 
view of the results that I got in issue #3. The rules are as follows* 

Nowj to the main variant featured for this issue, Aberration I/II. 
On the opposite page is the map and below and on page 9 will be the rules* 
This variant is also being presented in EFTMOGT, 

Aberration I/II 

1. All standard rules of Diplomacy apply with the following ex- 
ceptions* 

2, The great powers will begin the game with the following 
additional units(or previous units changed in type)i AUSTRIA* A(PECS), 
F(ZARA), (there is no F(TRI)f GERMANY: A(DRESDEN): ITALY* F (SICILY); 
RUSSIA* A (ARKHANGELSK),? (ODESSA): TURKEY* F(DAMASCUS), F(SINOPE). 

3. Each Fleet may move through two (2) sea provinces on each move j 
thus, F(BRE) TO (1) MID TO (2) SOU, A Fleet may begin such a move from 

a land province but may not end it by entering a land province. A Fleet 
may not support twice support twice on 'a move, nor may it move and then 
support or support and then move . Double moves of Fleets are adjud- 
icated as are similar moves made in Kriegspiel* 

4, Convoy by "leap-frog" methods Is allowed only if it covers a 
maximum of two sea provinces* Thus, A (MAR) may be convoyed to ALG by 
F(GLIO) and FOTMD), but may not be convoyed to POR by these same Fleets 
plus F(SOU). This one- or two- space convoy will be referred to as the 
Convoy Bridge, of "Fast Ferry." 

5« Convoy may be undertaken by "piggy-back". On a given move, an 
Army In a costal province adjacent to a Fleet may be placed aboard the 

' *FiCGt-j "A(3RE) TO F(MID). n The Fleet may make its «naxl"tum nave (A/F MID 
T0(i)S0U TO. («)WMD) and may also discharge the Army (A (WMD) "T& ALG), , If 
the A/F fails to complete its sea moves, or the Army la not dlscharg§*N~~J — 

v rt** *gfip*^,0b* Jfmr** J*Us* the A/F remains in- 



At the end of the third move, if the Army is not sucess fully landed, the 
Army is anhllliated. Thus* an Army which boards a Fleet in Spring 1902 (or 
November 14) must be landed by the end, .of Spring 1903 (or Feburary 1915) or 
it will be removed from the board i 

6, If an Army is ordered aboard. a Fleet, and the A/F is prevented 
from moving to the first sea area to which it was ordered(e.g. A(BRE) TO 
F(MID) s A/F (KID) TO SOU), then the Army is considered to have failed to 
board(e.g. A(BRE) remains in BRE ahd thefce is only a Fleet in (MID)). If 
<the first order is .successful, then the A/F remains intact. If an A/F is 
annihlliated, both units are remove dk An A/F has the same combat factor 
as a single Fleet; it may attack) support, and be supported* 

7, The Minuet. Two Fleets may exchange places, provided that one 
of them first moves to a third place j thus* F(NAT) TO IRI, F(IRI) TO (1) 
MID TO (2) North Atlantic. , . 

8, The Zig-Zag. A Fleet may not move ltttso axx adjacent sea province 
nnd then back to its original provinces F(IRI) TO (t) ENG TO (2) IRI . 

9, The firs^t move of the game is Jul£ 4 19i4, and each subsequent 
move will be by month. The build seasons will be September, December, and 
March, and June. The game automatically ends in November 1918, save that 
December 1913 .builds will be allowed if there are any to be made. The play 
er with the largest number of units at that time is the winner. If any 
player has 23 or more units, out of 45 prior to that date, he is the win- 
ner, ^ ■ .. . , ':■ '. ' ' 

10 » During January through April, Inclusive, Fleets in Iceland, 
Artie Sea, Barents Sea* Lapland, or Arkhanfel'sk may not move or support, 
normy there be any attacks upon them or any. support given to them by 
;Other Fleets, nor may Fleets attack. by giving support. 

:> , Aberration II 

1. All of the regular rules of Diplomacy are followed except 
as follows! 

2. Opening positions as described. in #2, above. 

3. The victory criterion is 23 units or more. 

The above variant will be offered in my new 'sine, EOTMOOT. Join, 
it is commanded! , 

_ . , j. - HERE & NOW :■. ' ■ ■ • — — 

Greetings, you all,, .it Is iae.again harping on the subject of 
Diplomacy magazines, that are not published by yours truly. Good luck in 
bearing through the following. 

This month, I am instituting a new part of HERE & HOW, a summary 
of events in postal Diplomacy and more exclusively, magazines. 

Hew magazines are in abundance t Olympia, published by Rich Rubin; 
IAURAKIA and V-IMY VICTORS, published by John KcCallum, tho former is a 
magazine of comment and the "latter is running the remaining game of 
Jutland Jollies t all of the above look very promising. BIG BROTHER is 
rumored to. be folding .with issue #100 and the games to be run by either 
John Koning or John McCaJ,lum or both, XANADU and DUHVEGAK has not been 
seen since March and it; seems that there is a total lack of communication 
from. Norman McLeod. There Is a hope for them to resume yet it may not. 
There are already some people who are thinking about picking up the games 

.cpmmtini cation still is the case. That is about all for this issue, 
f would appreciate some comment on this new ; feature. _ 



VIHY VICTORS t John McCallum, Ralston Alberta, Canada, KXXgJGBGKX Subs are 
100 pages for $1,00 or 10c an issue,. No openings but will contain the 
Caljhainer rating list. Recommended. #1-3 on hand. 

LA URANIA : John McCallum, SEE ABOVE* No games* Subs are 100 pages for 
$1.00 or 10$ for issues under 10 pages and $.20 for those over 10 pages. 
Highly Recommended. #i and #2, , 
GRAUSTARKs John Boardaan, 592 16th, St., Brooklyn, New York, 11218. No 
openings except for the winners of a series of contests. Subs are 10/$l,00, 
Recommended. #173- #186, 

L0MOK0ME: Rod Walker, 1575-A White Dr., Rantoul, 111,, 61CG6,, Mo openings, 
but does feature gobs of variant related material. Publisher is novlng in 
August to California and publication is suspended until sometime in Oct- 
ober or November. Subs are 10/$2.Q0.# 2- #8. 

Lone ly Moo nt& l n i Charles Wells, 3021 Washington Blvd., Cleveland; Ohio, 
44110. Subs are 10c an issue payable to Terry Kuch, 4242 East-West High- 
way^ Chevy Chase, Md., 20Q15, Terry* Sid Cochran(805 Citizens First Nat- 
ional Sank 31g., Tyler Texas, 75701),and David Lindsay( 2245 Fairmont 
Parkway, Erie$ Pa., 165J.0) all offer game openings. Fees are $3.00 and 
should be payable to the individual Garaesmaster, Recommended. 
SPALD Jr e : Rob Perkins, 2755 Car laris Rd., San tori no, Cal,, 91108. Subs 
are 10/$1„00 9 There may be game openings. Write. Recommended, 
VERBAL CHAOS LTD, : Norman Zinkham, General ' Delivery, Fort Churchill, 
Manitoba, Canada, 3ase fees arc- $3,00 for tne first game and $2.00 for 
those afterward, N3F Games Bureau Regular members are $2,50/$t,50. 
Openings in I Regular agmes where. you sign for a country. All countries 
are open with the exception of Turkey and England, (Also, Russia as soon 
as I get some money in.) 

AERLIONj Ed HSlle, P.O. Box 903, Gainesville, Fla., 32601, Has an opening 
for Cryptoraacy „ Hrite for info. Recommended. 

BRC3DIKGFAG; Ed HSlle, see the above. Subs are 10/$1,50, Much discussion 
but no openings until sometime this Fall, Highly Recommended. 
DIPLOPHOBIAs Don Miller, 12315 Judson Rd., Wheaton, Md., 20906, Openings 
in 2 regular games,, Fees are: $5,00 for non-Games Bureau Regular < members, 
$4,00 if a Regular member. Recommended. • 
HYDRFHOBIAs Don Miller, See above. Openings in Scotice Script! , Mordor 
vs. the.World(REV.),- Fees the same as Dlplophobia, Recommended. 
DlPLC*iAKIA» Don Miller, See above. Subs are *00 or 35c each. Diplomacy 
genzine, no games. Highly recommended., , ...... 
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ANNOONCEME^ 

1. All people receiving this who are not supposed to are invited 
to remedy the situation, - 

2. Address code isi (G) game, (S) Subscriber, (T) Trade, (C) 
CoTXolimentary Copy, (B) You are invited to join a game or subscribe, 
(A) Standby player. Oh yes, the number is the last issue of your sub, 

3» There is a wargaming group that meets about every Wednesday 
night here in Decatur, If you happen to be in town, call me in case 
there is one, I shall direct you to it, 

4, Congratulations i3 extended to Hank Reinhart for being the 
first Alabamian to win a postal Diplomacy ga$e. He accomplished the feat 
in LONELY MOW* TAIN winning in 1922 i from Italy, event 

i 0 THE SWISS VARIANT, published by Tommy Ogle is supposed to c>me 
out as- soon as he can find a mimeo machine to use. That is also the ease 
here "but if you are reading this, I have found a mimeo* 

V. 6, I forgot-- -to mention on the front that ATTAQUBR belongs . % the^ 
N3F Games Bur^*tr pi p lomacy Division, It is recommended chat j&u ^IpSaf**""" 

ihwhile organization as Regular members. Dues ar6 §1,50 to 
cover all qf 1970, Bureau chiira&n is Don Mil Jet, 12313 J 
mij, 20906 




* 7. STAB and VALHALLA are not dead but only In suspensions Pub- ** 
1 teat ion is supposed to resume in July, ■" 

, 8, Contrary to what SPAXD JR. has printed, ATTAQUER is not dead 
but was simply sleeping for about ..two months. I have recently licked ..the 
trouble holding me up by finding an effective means for filing ray periodicals 
so that they will not be cluttering up ray desk. 

9, Anybody who knows anything about XAMDU and DDNVEGAN are ask- 
ed to write to me. 

10, Enclosed with this issue will proably be the f?.rst issue of 
my new variant *zine, ENTMOOT, All readers are asked to join a game. Var- 
iants will be featured* Those included are) Aberration I, Scot ice Script!, 
Blitzkrieg, maybe a new Middle Earth variant, and some others, Thers will 
proably be only one game of each run so it is advised to j~in as soon .as 
possible. Fees will run a little higher on some to accomodate Electro" 
stenciling of the variant maps. 

11, Has anyone thought about different Diplomacy fandoms exist- 
ing? The three people who indepently founded postal Diplomacy that are 
known to us are: Conrad von Ketzke, John Boaretaan( the first),, and Eric 
Just. Yet, it is very much possible that there may be another system of 
postal Diplomacy that is going around. It is possible that it is even 
larger then we are but that is very unlikely because in a group that would 
be larger than us, there would be those who would be interested in Wargames 
and in turn find out about the" Games le tter » the Games Bureau, or the IFvI 
and be lead into our group. But still, it is possible that there are other 
Diplomacy :systems going. Anybody for finding them? 

12, On the first page, you may notice that I have, changed 
Sphinx publishing Co, to Babel Publications and have labeled this issue 
Bab&l #1. Please disregard this since next issue it is going to be changed 
to DoC- publications, 

13, It is requested that some- people send in some ideas for 
variants. They will most likely be published and if a game is played in 
ENTMCOT(or another planned variant 'zine), you will receive a free game 
in it, 'How Is that,-.: ■ . <■<■ 

14, Standbys, I need standby jplayers. The requirements is to 
be either playing in a game, subscribe, or trade, I need it for both 
ENTMOOT and ATTAQUER, I shall attempt to keep around 4 or 5 stanbys at 
one time. The stanbys arei 

#1: George Schelz, Mike Dobson. 

#2 i George Schelz, Nike Dobson, Tommy Ogle, 

#3 i George Schelz, Mike Dobson, 

15, Late moves will sometimes be effective after the moves are 
already mailed. If a set of moves reach me after I have already mailed 

the . moves and they do -not change the course of the game to any large degree, 
I will use them if they get here the day after I make put the noves. An 
example is the Russian moves in game #2, 

16, Propaganda is encouraged to a great extent, Mot too much but 
not too little. ,- . <\ . - ~ - . 

17, This is- all announcements at this time. 
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ATTAQUER #1 /^.11 1901 ' 
FRENCH HIGH COMMAND ASLEEP I THE KAISER AND THE CZAR AT ODDS! TURKEY GIVES 
SURPRISE TO SEVASTOPOL! AUSTRIAMS FEAST WHILE ITALIANS TOUR VIENKA'i 

Fall 1901: 

England (Casey) t Fleet English Channel to Belgium}, Fleet North Sea to Nor«> 

Fra*we;(Gordon) i Army Burgundy Ui Army Marse i 1 lea U| Tlee6--4^4dAtlantic U, „ 
GertnanvfMcLeoa) t Arqy jPrussla to Wars aw? Army 4lt«$|# ($) Arr^Twtaa^^^to^ 

w *Wt 223&&.$f8VB8S& J& ■ a *0 *tU~ 



Austria (Ogle) t Army 3ohemia Uj Array Serbia U; Fleet Fleet Albania U, 
Italy (Reiter)s Army Tyrolla to Vienna? Army Venice to Trieste; Fleet 
Ionian Sea to Tunis, 

Russia(Tretick)s Fleet Ruftania to Sevastopol? Army Livonia (S) Army Ukr- 
aina to Harsraw; Army Ukraine to Warsaw ; Fleet Bothnia to Sweden, 
Turkey (White) ; Fleet Ankara Hj Army Bulgaria H; Army Ankara H. 
Supply Center Charts 

NOR ; BEL. Build 2 
Even 

Build I.. -•. ;J \::, " 
Remove 1 (Fleet Albania (R) by GM), 
TIP; VIE. Build -3, 
Even 



England! LOW; LIV; EDI; 
Frances FAR; BR£-; fiAR» 
Germanys KIEj MUN; BER; DEM . 
Austria s "?UD; 3SR; Uti Itt. 
"atalys VEN; ROM; HAP; TRI ; 
Russias _STP;_V£S; SEV ; MAR. 





ATTAQUBR 

%Donal<3 Cowan 

1605 Oth, Ave. S.W. 

Decatur, Alabama; 35601 

THIRD CLASS MAIL ■ 




